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REMARKS 

Claims 1 - 4 have been rejected under 35 U.S.C. §102(e) as being anticipated by 
ASAI et al. Applicants respectfully traverse. 

Claims 1 - 4 each recite determining whether an identical direction is input 
continuously and then moving a character in a stored direction when the identical 
direction has been input. Conventionally, when a camera needs to be switched due to a 
character's movement and a consequential switch in the area, the player must change his 
operation when the camera switches so that the moving direction of the character is 
maintained. In the present invention, however, the player does not need to change his 
operation in order to maintain the character's moving direction. Thus, the operational 
performance of the player is improved. 

ASAI et al. do not show such a feature, nor provide a similar advantage. ASAI et 
al. only generally discuss the user input. Although ASAI et al. save data, the use of the 
saved data is different from the claimed invention's use of saved data. In ASAI et al, 
play data (absolute coordinate data and operation data) of a predetermined period is stored 
all the time. In order to perform a replay, the stored data is used to display the replay 
from a camera position indicated by a player. 
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Consequently, ASAI et al. do not detect whether an identical direction has been 
input. ASAI et al also do not move the character in a stored progress direction when an 
identical direction has been input. 

Thus, for at least these reasons it is respectfully requested that the Examiner 
withdraw all of the outstanding rejections and provide an indication of the allowability of 
all of the pending claims. 

Pursuant to the Examiner's request, an English translation of the Japanese 
Notification of Reasons for Refusal dated December 11, 2002, is being re-submitted 
along with this paper. 

Should the Examiner have any questions or comments regarding this Reply, or the 
present application, the Examiner is invited to contact the undersigned at the below-listed 
telephone number. 



October 15,2004 

GREENBLUM & BERNSTEIN, P.L.C. 
1950 Roland Clarke Place 
Reston, VA20191 
(703)716-1191 



Respectfully submitted, 
Takayoshi NAKAZATO et al. 
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Reference Number: 01P00037 

Dispatch Number: 407622 

Date of Dispatch: December 10, 2002 



NOTIFICATION OF REASONS FOR REFUSAL 



Received 
11, 2002 
MIYOSHI Patent Office 



/December 11, 2002 



Number of Patent Application PA-2001-095450 
Proposed Date November 29, 2002 

Examiner of Patent Office Naoki Matsukawa 8.804 2T00 

Agent for Patent Applicant Mr* Chiaki Miyoshi 

Applied Articles of Law Article 29 Section 2, 

Article 29bis, Article 36 

This application should be refused by the following reasons. 
If there are opinions about this, please submit Argument within 
60 days from the dispatched date of this notification. 

REASONS 



Reason 1: This application does not meet the requirements 
provided in No . 2 of Section 6 of Article 36 of Patent Law on 
the following remark points. 



Reason 2: The inventions according to the following claims of 
this application can not be patented under the provision of 
Section 2 of Article 29 of Patent Law, since it could easily 
have been made, prior to the filing of the application, by a 
person with ordinary skilled in the art to which the invention 
pertains, on the basis of an invention or inventions which were 
described in the following remark publications distributed in 
Japan or foreign countries prior to the filing of the 
application or an invention or inventions which were made 
available to the public through electric telecommunication 
lines in Japan or foreign countries prior to the filing of the 
patent application. 

Reason 3: The inventions according to the following claims of 
this application can not be patented under the provision of 
Article 29bis of Patent Law, since it is identical with an 
invention disclosed in the specification or drawings originally 
attached to the request of the following , remark patent 
application which was filed prior to its filing data and 
laid-opened after its filing, and further, an inventor or 
inventors of this application is not identical with a person 
which made the above- described invention relating to the 
application prior to its filing, and also, at the time of this 
filing, its applicant is not identical with the applicant of 
the above-described patent application. 



REMARK 

(As to cited references etc . , see LIST OF CITED REFERENCES ETC . ) 



A. Reason 1 

(1) In the description "on the occasion that the direction key 
is operated by the player, the input direction is corrected by 
such an angle that an aspect of the character and the visual 
line cross, and the direction obtained thereby is generated as 
a moving direction of the character in the three dimensional 
space" in Claims 1, 2, 3, and 4 of the present application, 
relation of the "aspect of the character" and the .input direction 
of the input key is unclear, and there is no description as to 
how the cross angle portion of this "aspect of the character" 
and "visual line" is corrected in the direction of the "direction 
key" by the player by addition or subtraction, and it is unclear 
how the relation of the "aspect of the character" and the input 
direction of the input key is corrected. 

Also, in the description "regardless of the movement of 
the visual line, in the moving direction, which is stored in the 
memory means, the' character is made to be moved in the three 
dimensional space" in Claims 1, 2, 3, and 4 of the application, 
there is the assumption that the visual line moves. but, the 
structure relating to the movement of the visual line is simply 
described as "as changing the visual line on the screen, the 
virtual three dimensional space is displayed", and it is unclear 



by what instruction and how the visual line moves, and it is 
not recognized that all of items which are recognized to be 
necessary for specifying the invention that the patent applicant 
wishes to obtain a patent are described. 

Accordingly, the inventions relating to Claims 1, 2, 3, 
and 4 are not clear. 

B . Reason 2 

1 . Each cited reference 

The following points are described respectively in the 
following each cited reference which is the publication 
distributed in Japan prior to the filing of the present patent 
application. 

(1) Cited reference 1 JP-A-2000-132705 

"It is controlled so that the instruction input to his/her 
own character can not be carried out during the period of 
movement of the visual point. However, it is not limited to 
this control, and if the movement of the visual point is carried 
out by such angle that- performances of the own character and 
the enemy character are sufficiently displayed, the instruction' 
input may be accepted. In this case, since the agile decision 
right after the battle is needed, more strained game development 
becomes possible . " ( Paragraph [0061]) 



2. Comparison and contradistinction 

(1) Comparing the invention described in Claim 1 of the 
application and the invention described in the cited reference 
1, in the. invention described in the cited reference 1, it is 
described that, in "the video game in which as changing the 
visual line on the screen, the virtual three dimensional space 
is displayed and also, the character is displayed, and based 
upon the input direction by the direction key which is operated 
by the player, the character is moved in the three dimensional 
space", the instruction input to the own character is accepted 
during, the period. of movement of the visual point. 

Here, although it is the common practice that the movement 
of the character is contained in the instruction input to the 
own character, and the same direction is continued to be 
instructed, in the cited reference 1, there is no description 
as to the relation of the moving direction and aspect of. the 
character and movement of the visual point in this case. 

However, since the movement of the character is instructed 
during the period of visual point movement, there is no other 
choice than the moving direction when the movement was inputted 
regardless of the moving direction of the visual point (absolute 
moving direction to the space) or sequential moving together 
with the movement of the visual point "(moving direction seen 
from a position of the character) , and which structure should 



be selected is simply a matter of design which is determined 
properly when a game is designed. 

Accordingly, the invention described in Claim 1 of the 
application is one which could easily have been made from the 
invention described in the cited reference 1. 

(2) Comparing the inventions described in Claims 2, 3, and 4 
of the application and the invention described in the cited 
reference 1, since the inventions described in Claims 2, 3, and 
4 of the application are simply ones which changed the category 
of the invention described in Claim 1, by the same reason as 
the reason described in above 2.(1), the inventions described 
in Claims 2, 3, and 4 of the application are ones which could 
easily have been made from the invention described in the cited 
reference 1 . 

Accordingly, the inventions described in Claims 1, 2, 3, 
and 4 of the application are. ones which could easily have been' 
made from the invention described in the cited reference 1 by 
a person with ordinary skilled in the art, and they can not be 
patented under the provision of Section 2 of Article 29 of Patent 
Law. 



c. 



Reason 3 



1. Specification etc. of an earlier application 

Earlier application 1 Specification or drawings 
originally attached to the request of the patent application 
No. 2000-88606 ( JP-A-2 00 1-2 694 82 ) 

In the earlier application 1> described is a point that, 
in the video game in which the character is moved in the three 
dimensional space and in which, during movement of the own 
character (Paragraph [ 0040] ) , when the own character comes close 
to the enemy character with the predetermined distance between 
them, the movement of the visual point is carried out, the visual 
point on the occasion of the visual point movement is made to 
be the point of regard. 

2. Comparison and contradistinction 

Comparing the inventions described in Claims 1, 2, 3, and 
4 of the application and the invention described in the earlier 
application 1, in the invention of the earlier application 1, 
there is no clear description as to the relation of the moving 
direction of the character and the movement of the visual point 
but, the moving direction of the character is the movement of 
the character, which is individual, and the movement of the visual 
point is the movement of the visual point, which simply keeps 
close watch on the direction of the regard point, and it is not 
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one which carries out correction by the crossing angle of it and 
the visual line but, as to a point that the movement of the visual 
point does not affect the moving direction of the character, it 
technically coincides with the inventions described in Claims 
1, 2, 3, and 4 of the application, and since the correction of 
the moving direction of the character is simply (substantially 
since the description is unclear) a matter of design, the 
invention of the earlier application 1 is identical with the 
inventions described in Claims 1, 2, 3, and 4 of the application. 

Accordingly, the inventions described in Claims 1, 2, 3, 
and 4 of the application can not be patented under the provision 
of Article 29bis of Patent Law. 

As to the inventions relating to other claims than the 
claims which were pointed out in this notification of reasons 
for refusal, reasons for refusal have not been found at this 
point. In case that the reasons for refusal are newly found, 
the reasons for refusal will be notified. 

LIST OF CITED REFERENCES ETC. 

1. Cited reference 1 JP-A-2000-132705 

2. Earlier application 1 Specification or drawings 
originally attached to the request, of the patent application 
No.. 2000-88606 ( JP-A-2001-2 69482 ) 



Inquiry to this notification of reasons for refusal: 

Electronic Game, Patent Examination No . 1 Department 
TEL 03-3581-1101 Extension 3266 



RECORD OF RESULTS OF PRIOR ART LITERATURE SEARCH 

• Field of Search IPC Ver.7 A63F13/00 

DB Name 

• Prior Art technical literature 

JP-A-2000-24306 

This record of results of prior art literature search is 
not one which configures the reasons for refusal. 
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